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COMMUNITY “MAGAZINE 


Welcome dear readers to Issue #20 of the World of Warcraft Community Magazine! Last issue | 
wished you all the luck in March you could possible have, and what better way to celebrate this 


past month than an issue themed around RNG and the luck that gamers succumb to. 


Returning this issue is our featured pet and mount of the month featuring some luck of the draw collector's 


nightmares. We also have an indepth guide on Holy Priests and a character analysis on the famed Jaina Proudmoore. 


Be sure to also check out the links to podcast episodes from Hearthcast, Tauren Think Tank, Looking for Roleplay, 


Realm Maintenance, Training Dummies, Bind on Equip, Corpse Run Radio and The Game Case Show! 


Enjoy your coffee breaks, raid breaks or downtime with our downloadable wordsearch 


made just for you! Also check out our community video page! 


Thanks for reading and from WoW Community Magazine staff, may April showers bring some warmth! Who am | 


kidding, this weather just means more reason to stay inside and FARM all that stuff you haven't gotten around to getting! 


reet lel £ Dugan 


Leanne Dugan 


Editor 


Steve Greenfield 


Managing Director 


E-mail: wowfdgameonmag.com ri wW 


www.gameonmag.com/wow 
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his transmog guide Is made to celebrate 

Saint Patrick's day, whilst | could have wrote 

about some sets with low or high drop rates, 
| didn’t want to force my co-workers to such torture. 
So | did the second closest thing to Saint Patrick’s 


day. Green transmogs for the greenest class! 


Which ts.... 


Warlocks. 
You thought I'd say Monks didn’t you, don't lie. 
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SAINT PATRICK'S DAY 
TRANSMOG SPECIAL 


By Gregor Dacyszyn 


So these will be 3 transmog sets for Warlocks 


that have a Saint Patrick’s day theme to them. 


SET 1: ARACHNIDIAN SET 

Ok whilst this set doesn’t fully look like something 
that a person would wear on Saint Patrick’s say, it does 
look like a member of D-Generation X if they went to a 
mint factory; and that is a lovely look. As well, this is a 
nice and simple set compared to some of the other green 
sets. While some may not like it, | do. This is the type 
of set that will get you noticed and in the good way. The 


best thing about it, you don’t have to do any dungeons 


to get it. All you have to do is go to at max 4 places; and 
all the places are beautiful so whilst waiting for the 


mobs to respawn you can take some nice screenshots. 


Un'Goro Crater: 
Devilsaur Queen drops the Arachnidian Circlet at 0.12% 
Tyrant Devilsaur drops the 
Arachnidian Legguards at 0.07% 
Stegodon drops the Arachnidian Pauldrons at 0.06% 
Gorishi Worker drops the Arachnidian 
Pauldrons at 0.03%, 
Lar’Korwi Mate drops the 
Arachnidian Pauldrons at 0.03% 
Twilight Geolord drops the Arachnidian Robes at 0.01% 


Twilight Prophet drops the Arachnidian Circlet at 0.06% 
Hive’Regal Burrower drops the 

Arachnidian Circlet at 0.05% 
Twilight Keeper Mayna drops the 

Arachnidian Circlet at 0.05% 
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Desert Rager drops the Arachnidian Legguards at 0.05% 
Twilight Avenger drops the 
Arachnidian Legguards at 0.03% 
Hive’Regal Slavemaker drops the 
Arachnidian Legguards at 0.03% 
Hive’Regal Ambusher drops the 
Arachnidian Legguards at 0.03% 
Twilight Geolord drops the 
Arachnidian Legguards at 0.02% 


Ruins of Ahn'Qiraj: 

Silicate Feeder drops the Arachnidian Circlet at 0.16% 
Silicate Feeder drops the Arachnidian Robes at 0.01% 
Silicate Feeder drops the Arachnidian 


Legguards at 0.16% 


Winterspring: 

Frostsaber Huntress drops the 
Arachnidian Pauldrons at 0.04% 

Ice Thistle Yeti drops the Arachnidian 
Pauldrons at 0.03% 
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Suffering Highborne drops the 

Arachnidian Bracelets at 0.04% 
Anguished Highborne drops the 

Arachnidian Bracelets at 0.03% 
Ice Thistle Patriarch drops the Arachnidian Gloves at 0.03% 
Raging Owlbeast drops the Arachnidian Gloves at 0.03% 
Ice Thistle Yeti drops the Arachnidian Gloves at 0.03% 
Ice Thistle Yeti drops the Arachnidian Girdle at 0.03% 
Anguished Highborne drops the 

Arachnidian Girdle at 0.03% 
Betrayed Ranger drops the Arachnidian Girdle at 0.03% 
Ice Thistle Patriarch drops the 

Arachnidian Footpads at 0.03% 
Suffering Highborne drops the 

Arachnidian Footpads at 0.03% 


SET 2: NEMESIS SET 

This transmog set is far more Warlock-y, it gives 
you that feeling of a real demon hunter killer. As 
well as It being a great set, it lets you go to two great 
raids and maybe even get feelings of deja vu. Those 


raids are Blackwing Lair, and Molten Core. 


Blackwing Lair: 


Nefarian drops the Nemesis Skullcap at a 12% drop rate 
Chromaggus drops the Nemesis 

Spaulders at a 21% drop rate 
Nefarian drops the Nemesis Robe at a 20% drop rate 
Razorgore drops the Nemesis Bracers at a 21% drop rate 
Flamegor drops the Nemesis Gloves at a 8% drop rate 
Firemaw drops the Nemesis Gloves at a 8% drop rate 
Ebonroc drops the Nemesis Gloves at a 7% drop rate 


Vaelastrasz drops the Nemesis Belt at a 22% drop rate 


- Broodlord Lashlayer drops the 


Nemesis Boots at a 21% drop rate 
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Molten Core: 
Ragnaros drops the Nemesis 


Leggings at a 20% drop rate 


SET 3: VENGEFUL GLADIATOR’S DREADWEAVE 
| feel sorry for this set, it’s basically the forgotten twin 

of the most popular Warlock set. The sets loved twin 

is the Set of the Malefic. Especially for me, someone 


who has more ‘banked’ honour that | do nothing with. 


Netherstorm: 
Kezzik the Striker sells the Vengeful 


Gladiator's Dreadweave Hood for 1000 honour 
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Kezzik the Striker sells the Vengeful Gladiator's 
Dreadweave Mantle for 750 honour 
Kezzik the Striker sells the Vengeful 
Gladiator’s Dreadweave Robe for 1000 honour 
Kezzik the Striker sells the Vengeful 
Gladiator's Dreadweave Gloves for 750 honour 
Kezzik the Striker sells the Vengeful Gladiator's 


Dreadweave Leggings for 1000 honour 


Good luck while obtaining these sets! Hopefully 
your Warlock will now have a few greeny sets 


for many Saint Patrick's days to come. 


By Gregor Dacyszyn 
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have lost count of the number of times I’ve been 

questioned over my decision to play a Dwarf in 

Warcraft. As it transpires, they weren't even my 
first race choice when | rolled a toon. | picked a Druid, 
as it happens, so that meant my life began not just as 
a Night Elf but in Darnassus which | still think is far too 
purple to be entirely healthy. After an abortive attempt to 
complete the starting area and some considered thought, 
| ended up rerolling a female Dwarf and realising that 
actually, whatever other classes were on offer, that was 
as good as things got. I’ve played both factions, and | 
will shortly have maxed toons on both sides, but the fact 


remains that Dwarves press all the right buttons for me. 


Once upon atime, Dwarves held a tactical advantage 
too, and I'd be lying if | didn’t admit this had something to 


do with my rationale. Their racial was Treasure Finding: 
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DWARF 


allows the dwarf to sense nearby treasure, making It 


By Sarah Reeson 


appear on the minimap. Lasts until cancelled. I'd use 

this a lot, especially when farming in places such as 

the Burning Steppes, where you'd see chests randomly 
spawn and be able to empty them long before anybody 
else turned up to loot the spoils. In fact, back in the day, | 
made a decent living from that zone, thanks to the chance 
a chest could drop a Traveller’s Backpack, one of the few 
sixteen slot bags in game that remain bind free. Back 
before Embersilk and Royal Satchels, they were the king 


of all containers, and | lived well on their collection. 


Of course, now | have Stoneskin, which remains 
quite helpful when I’m poisoned, but has become 
largely redundant unless the mob is about 20 levels 
higher than | am... yet still | still use it, almost on 


reflex, whenever | get attacked with a ticking debuff. It 
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has become second nature and that says to me 
that I’m thinking like a Dwarf too, which has to 
be a testament to the fantasy Blizzard already 

created in the game. Legion promises us more 


of that feeling, and certainly from what I've seen 


in Alpha, that does appear to be the case. 


Oddly, my version of that idea has very little 
to do with abilities or weaponry away from the 
racials, so perhaps | am not part of the audience 
to be entranced; by this new approach. If | want immersion 


for my characters, | can just go back to Ironforge. 


Once there and well rested, I'll ride (NOT fly] to Loch Modan. 
Of course, the place isn’t the same since the Cataclysm, but 
| still consider it as home. The Loch’s pretty much a puddle 
these days, and the dam’s rubble, but that doesn’t stop the 
place having a pull on me that I’m unable to ignore. Oddly, | 
don't get this for any other of my race/class combinations, 
and this will undoubtedly be thanks to the quite considerable 
number of days /played on my main. However, there is 
something else at play, and it has a lot to do with this month's 
theme. This was the zone where I'd felt | truly began to grow 
as a player, where luck wasn't enough any more, and there 
had to be something else at play to progress forward. I'd bring 
humans, night elves and gnomes through the Loch and it’s 


storylines and never actually grow tired of the repetition. 


| think now, looking back on everyone who came through 
the Dwarven areas, that perhap sit wasn’t acquaintance that 


drove me, but the fact these zones never actually got boring. 


These were familiar settings, and plots that inspired me 


with their history. | am sad that more people don’t experience 


the significance of Uldaman to a Dwarf and their existence, 
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that Searing Gorge isn't a required spot for everyone in 
understanding the importance of Blackrock Mountain to 
this game's rich and varied history. It was never just one 
race in the Alliance, but for many the Orcs v. Humans 
battle held more significance, and my race were always 
supporting characters to that basic action. With the Movie 
due very soon indeed it warmed my heart considerably 

to see that my favourite race at least is represented (and 
no, that’s not a spoiler.) However, I'll always be in the 


minority with my choice, but that suits me just fine. 


Dwarves have become a metaphor for a lot of things: 
determination, humour, understanding and gold. Huge 
honking big piles of the stuff, and although your Goblins 
will try and wrest the title of Hoarders Supreme from our 
earthen-engineered hands? They won't understand the 
true nature of our heritage. That's fine, and I’m cool with 
that. My female hunter (who'll you'll see in the pictures 
here] never worried that much about trying to be like 
anybody else. She’s inspired me so much over the last 
few years that I've written fiction about her, invented an 
entire imaginary meta-Universe that sticks her front and 
centre. Very few things have ever inspired me sufficiently 
to put words on a screen in celebration. In that context, 


she’s as uncertain and torn as | am in the real world. 


In fact, if you examine my Dwarf Hunter closely, you'll 
actually understand how close she is to me she is. Most 
players wouldn't like to admit an affinity to a bunch of 
pixels, but | have no such issues with honesty. You'd be 


hard pressed on certain days to divide the two of us. 


I'm really lucky to be able to sit here and do this job 
too, with a fabulous team of editors and designers to 
back me up. Luck comes in many forms, after all, and 
this one is probably the most satisfying of all. | don’t 
know how you picked your main’s class, or how you 
decide to make a new character. I'm betting many people 
pick the best racials for raiding, or maybe for PvP, and 
don’t really care about how or if they connect with their 
characters at all. I’ve never felt that way, and | doubt | 
ever will. I'm here for a version of immersion | can’t get 
from any other MMO, anda sense of satisfaction that 
my characters are lucky enough to live in a world that’s 
as complex and deep as they can themselves become. 
If you want to experience this for yourself? Try rolling a 
dwarf and levelling without entering a dungeon to 60, 
only picking the racial-themed zones to visit. You might 


be surprised at what you learn about yourself as a result. 


By Sarah Reeson 
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GUIDE TO DPS TRINKETS IN 
HELLFIRE CITADEL 


By Jan Portisch 

hen | first got into raiding in late Mists somehow respond” to the procs | got, | begun 

of Pandaria, | had no idea how exactly to understand my class on a whole new level. 

trinkets worked; besides the fact that 
some of them occasionally give me a buff which Most players don’t see much in trinkets. When 
increased my damage by a bit. | had no idea which they equip them, they don’t think much of how 
trinkets to use, and when, and was far away from an impactful the trinkets can have when progressing 
understanding of how my class could interact and on a boss; or in which ways they can be used to 
be played around the buffs that they provided. As | increase damage output by a great amount. 


got more and more experienced playing the game, 
| noticed that the impact that the trinket had on my In Hellfire Citadel we deal with 5 
damage output was much greater than | thought different kinds of trinkets: 


it was; and when | learned to alter my rotation to 
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The most common trinket is the Proc-Trinket. It RPPM Trinkets are really inconsistent and except 
has a chance to give you a buff which, in most cases, for the proc on the pull it is really hard to play around 
give you a useful buff to increase your damage their buffs. There is an average proc rate for the 
for a significant amount. They are arguably the duration of a fight, but since there is no control over 


trinkets with the highest skill cap and some classes the proc, the DPS of a player may differ by a lot. 
(e.g. Arcane Mages, Subtlety Rogues) are much 
more dependant on those procs than others. The ICD Trinket is much more consistent and it 


is much easier to play around it. The only trinkets 


There are two kinds of Proc Trinkets right which have an ICD Proc are the Trinkets of an 
now, RPPM (Real Proc Per Minute} and ICD Alchemist, the Sandman’s Pouch and the Skull 
(Internal CoolDown) trinkets. Every Proc Trinket of War, which both can be crafted by combining 
in HFC right now is RPPM which means that: the different Tarot Cards a Scribe can create. 


The proc of the ICD Trinket is on a cooldown, which 
e They have a high chance to proc means that there can not be back to back procs; but 


on the pull of a raid boss 


e The proc chance increases when the trinket 
hasn't ‘proc’d’ for a specific amount of time 
e There is a chance that there can be multiple 


procs successively or not any procs at all 
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there also can't be any procs at all, which means that 
in a scenario where you are extremely unlucky with 
an RPPM Trinket, the ICD Trinket might pull ahead. 


In an average scenario, the proc uptime 
is relatively even and everything else 


depends on the luck of the player. 


The cooldown of the proc does not get reset 
when you pull a boss, which means that If you 
just cleared trash and the trinket proc’d you 
should consider waiting for a few seconds before 
pulling the boss, because the proc on the pull is in 
generally the most important proc in the fight. 

The classes who profit the most from the ICD Proc 
are the ones which have matching burst cooldowns 
with the trinket proc. If you are a Fire Mage for * 
example and use the Sandman’s Pouch, you can save 
your Combustion and your Prismatic Crystal to both 
combine them with the critical strike proc and the 


legendary Ring to deal insane amounts of damage. 


If you prefer to have as much control as possible 
over the damage increase of your trinket you 
might want to choose a straight up Cooldown 
Trinket. In Hellfire Citadel there is only one of these 


available, which is only usable for agility classes. 


The Hellfire High Council drops the Mirror of 
the Blademaster, which is one of the strongest 
trinkets Blizzard has ever designed. It is the 
best trinket in Challenge Modes by far and is 
even used by Resto Druids and Tanks because 


of it’s insane AoE Damage and usability. 


The most important thing about the Mirror 
and cooldown trinkets in general, is the control 
it brings for the raid team. When progressing 
on bosses like Iskar or Tyrant, which need on 
demand damage, the Mirror of the Blademaster 
pull far ahead of Proc Trinkets and makes 


completing hard phases a lot easier. 


When Hellfire Citadel first came out a new kind 
of trinket was added to the game. Players that could 
beat the endboss of the Expansion had the chance 
to get a Class Trinket, which specifically enhanced 
a mechanic or an ability of your class. There is not 
much to say about these class trinkets because they 
differentiate so much from spec to spec that it is hard 


to find a common theme in their enhancements. 


A big problem some of these class trinkets 
have, is that they are either so good that you 
have to have them on your character or your 
damage will be much lower compared to other 
players of your class, or they easily get outclassed 


by other trinkets and are not used at all. 


One thing | really enjoyed about the class 
trinkets was, that there were some fun and new 
playstyles evolving around them and classes like 
the Windwalker Monk played like a whole new class 


when you had your 4-set and the class Trinket. 


When it comes to choosing the right trinket 
for your class It is in most cases just encounter 
based. If you are an agility class and need either 
controlled damage or a lot of AoE you should 


use the Mirror of the Blademaster. If you are 
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caster and need high burst on the beginning of 


a Demon Fight, like Archimonde, you should 
consider the RPPM Trinket Orb of Voidsight. 


There are numerous guides and simulations 
on trinket usage in HFC and a couple of them 
are actually pretty accurate and correct. 

The most important thing you should think 
about when choosing a trinket for a fight is 
that these simulations mostly cover the pure 


single target fight, which there is only one in 


Hellfire Citadel. If you are not sure about which 
trinkets to use on which boss you should reach 
out to other, more experienced players by using 


the forums or messaging them directly. 


Trinkets are one of the most important pieces 
of your gear and their impact on the progress of a 
boss is much higher than most players imagine. It is 
important to remember that gear is only a part of your 
character and improving as a player is in most cases 


much more important than improving in item level. 
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You will deal good damage if you have good gear 


and trinkets and know how to play your class. 
You will deal great damage if you have 
good gear and trinkets and know how 


to play your class around them. 


| really hope | could give you some 
insight into the functionality and usability 
of trinkets in Hellfire Citadel. 


By Jan Portisch 
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s Role Players we tend to be in almost 
complete control of the story that we tell 
within the World of Warcraft. To an untrained 
eye it seems RNG has little to no effect on RP at all. 
How would anything be left to chance if we can plan 
and plot every detail of our story out? Surely luck is not 
needed when we are the heroes of the adventure. After 


all what can possibly go wrong? Famous last words. 


Ladies and gentlemen, and variations thereof, I'd 


like to introduce to the RPer’s RNG: the roll system. 


Now, | know most of you are familiar with the roll 


system. At some point in your World of Warcraft career 
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you have most likely grouped up with someone [and if 


you haven't, are you sure you're playing an MMO7). You've 
killed something, or helped someone else or a group 

of someone's kill something, and it drops a nice shiny 
new pair of boots. Oh look, you seem to say to yourself, 
those are better than what | have equipped; and so you 
select Need. Before you can enjoy your wonderful new 
upgrade, it seems that the Hunter also has selected 
Need. No big deal, the game's system has you both roll 
/100 and the highest roll wins. Their 82 beat out your 67 


and the boots are theirs. Better luck next time buddy. 


You're thinking at this point, loot doesn’t drop from 


RP what does the roll system have to do with Role 


Play? That is because RPers have to pretend a lot. The 


world of Azeroth is highly interactive but it’s not a virtual 
reality. So to add an element of realism, we add chance 
to decide a random factor. Many who play the tabletop 
game of Dungeons and Dragons will be familiar with 
dice rolls; perception checks, combat actions, odds 

of successfully performing physical and/or otherwise 
dexterous feats, diplomacy or other skill based checks 
are all decided with a roll of the dice and add a chance 


at success or failure depending on the outcome. 


The RP in turn can be altered based on whether or not 


your character passes or fails his or her (or variations 
thereof] roll. This is where luck comes into play. A 
string of successful rolls could send your character 

on a hot streak! Likewise a string of failed rolls can 

lead to a rather disastrous evening. Of course, fate is 

a fickle friend and can give you just the right mixture 

of successes and failures to make the event more 
dynamic and allow for your character to react and adapt 
to whatever is being thrown at them. If you're lucky, 

and roll with the ebbs and flows of chance, you can 


have quite a comedic story when the evening Is done! 
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The most recent event my guild put on believe it or 
not, started out strong. We were investigating a Furbolg 
village that had been overrun with Nightmare vines [part 
of our Legion plotline ramp up). When we arrived there 
our scouts and in general observe-y type characters 
were rolling natural 20's, and thus passing all their 
perception checks. With relative ease we were able to 
Spot traps, secret pathways through the what would 
have been painful (due to the thorns) vines, and what 
we weren't able to work around we were able to burn 
through with some well controlled fire. Then there was 
a point where we came across a group of huts whose 
doorways were covered in vines. No problem for my 
bulky Draenei Vindicator, right? He brought up his shield, 
took a few steps back, and went full speed into a charge 
to bash the door in. Then | rolled a 1. Doomed to fail 
but forced to go through with my ill advised action, my 


poor paladin ran head first into the door and bounced 
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right off. Rebuked without even so much as a dent but 


walking away dazed with a crest full of splinters. 


This was to be a bad omen for the rest of the night. 
While we had a few more minor successes finding our 
way to the main source of the mass of vines, we were 
woefully unprepared for the enemy waiting for us! How 
a giant construct made of the dead remains of the 
unfortunate Furbolg villagers managed to sneak up 
and ambush a group of seasoned Draenei is anyone's 
guess; but we rolled the bones and ambush us it did! 

It also took quite a chunk out of us before we were 
finally able to turn the tide and defeat it. Half our group 
failed their rolls and got doused in red spores. Others 
couldn't move quick enough to avoid vile retching. My 
poor Vindicator took hit after hit with no hope of defense, 


and at one point the armor on his right leg shattered 


ise 


we 
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from constricting vines! In the end we were spattered in 
spores, gore, and other disgusting things we didn’t want 
to think about and limped back to our homes; prepared 


to take three day long baths and burn all our clothing. 


| recall another event where just the opposite 
happened. Our leader had been taken hostage by the 
Sargerei, so we devised a plan to steal one of their boats, 
go undercover into the Sargerei stronghold, then find 
and rescue him. We were doing fantastic when we took 
the boat, we even managed to successfully infiltrate 
the Sargerei. Fate is a fickle mistress, and she would 
not let us find our missing leader. Eventually all our 
bumbling about was noticed and our cover was blown! 
So many 1s. So. Many. 1s. Chaos erupted as the entire 
stronghold broke out in battle. However the Naaru 


must have been with us because we wiped the floor 


with the Sargerei in their own base! The rolls were so 
good there was an accusation at one point of using 
weighted dice! Our Vindicators, Peacekeepers, and 
Death Knights carved a path through the stronghold 
under the support of our Rangari, Magi, and Shaman. 
Everyone was kept at full health and vitality through our 
Priests and other healers, and after some... aggressive 
negotiations (and a natural 20 rolled by one meek Mage 
who finally seemed to have snapped) we found and 
retrieved our missing leader safely. Of course our hot 
streak was bound to end eventually, as we made our 


escape we crashed our ship into the shoreline (hey, we 


are Draenei, we have a habit of crash landing to uphold). 


That’s not even mentioning the RNG we RPers have 
to deal with when collecting transmog sets! | won't tell 
you how many times | ran Everbloom on Normal for the 
purple version of Sol’s Magestaff for my Draenei Priest. 
Suffice it to say it took me six months, and | almost 
gave up when | queued for a random dungeon, got the 
dungeon, the staff dropped, but not for me, the person 
was willing to trade it to me, but couldn't because of 
personal loot. Talk about bad luck! Eventually | did 
get it though and was It a great feeling when | did. Of 
course | managed to farm the Justicar set in Karazhan 
for my Paladin within two weeks and get the fanged 
horse mount without even trying. | don’t know about 
you, but | cannot RP a character whose transmog 


is unfinished or incorrect! It’s simply not done. 


Chance can be a curious thing when we allow it 
in our RP. So roll the dice and see what can happen. 


Just remember: fortune favors the brave. 


By Taylor Canning 


World of Warcraft Community Magazine 


Se Sy 


hij ie _ 

wi a 
Nw J ef J 
~ > a : 


The GameOn Magazine 


23 


24 // World of Warcraft Community Magazine 


OR CANNING 


Least Favourite Class to Play 


Main Character Played 
Kysderal, a Holy Priest on the 


Wyrmrest Accord - US server. 


How Many Alts Do You Have? 

Fourteen, one of each class and one of each 
race, with repeats for my favorites. All are 
at max level and somewhat decently geared 
(thank Blizzard for Timewalking) although | am 


debating on maybe adding one or two more. 
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Each class has their own pros and cons. I’m not 
a fan of Feral Druids. | like the concept but it feels 
like watered down Rogues in catsuits (cat burglars if 
you will}. But | love Guardian Druids and you can say 


the same about them with Warriors. Go figure. 


When Did You Start Playing WoW? 
Oh, about 7 or 8 years ago. | haven't actually done 
the math. It was during Wrath of the Lich King, | 


want to say a bit before Trial of the Grand Crusader 


was released. So in Ulduar’s prime time. | just 
remember the teasers for the Icecrown Citadel 


raid and dungeon patch and getting really excited. 


What Was Your First Server? 

| think it was Kargath, but | honestly can't 
remember. After my RL friends stopped 
playing | hopped around trying to find a home” 
(Blizzard had just introduced the concept of 
a server transfer at this time]. The earliest 
one was Illidan, and the longest [as well as 


my current one) is Wyrmrest Accord. 


Have You Ever Taken a Break? 
No | have not! There is always something for me 


to do, and of course my alt list seems to be growing. 


What Other Games do You Play? 

I'm pretty much a Blizzard fanboy. | play mostly 
WoW, and sometimes Diablo and Hearthstone. 
That being said there are a few old rpg games 
that | pick up when nostalgia hits; Neverwinter 


Nights, Crash Bandicoot, Jax and Daxter. 


So Why World of Warcraft? 

My brother nagged me, then my friends 
took over. Now it’s a habit, erm, | mean hobby. | 
enjoy the high fantasy trope mixed in with sci-fi 
elements, I’m a sucker for an engaging story and 


the lore keeps me in the palm of their hands. 


What do You Like to do In-game? 
| enjoy PvE elements, I’m a decent healer 
and a blossoming tank. | started RPing a few 


years ago and | enjoy having an outlet for my 
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creativity, being a writer helps. | enjoy other things 


but when | log in those are the things | set out to do. 


Where is Your Favorite Place to Sit AFK? 

I'm not a big fan of going idle on purpose. If I’m AFK it 
means I've literally walked away from my computer and 
that can happen anywhere in game. If I’m bored and want 


to do something else on my computer I'll just log off. 


Be Honest, do You Troll Trade Chat? 
Not at all, | don’t even have trade chat open in my 


main chat window. | have my guild to annoy if I’m bored. 


Favourite Mount 
It changes every xpac, the Emerald Hippogryph is one 


of them because of the memories associated with it. 
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Favourite Pet 


| don’t know why, but | find Argi adorable. 


Favourite Toy 
Mark of the Ashtongue. | RP Kysderal as a 
Broken and finally being able to be one [if even for 


a short time] was the best thing to ever happen. 


Favourite Raid Instance 

Unpopular opinion time? Siege of Orgrimmar was 
really cool. A bunch of racial leaders knocking down 
Garrosh’s door, taking names, kicking butt? That’s 
my aesthetic. And then you had a lot of emotional 
moments mixed in with the cool ones. The banter 
between Lor’themar and Sylvanas, the heartbreak 
of the Fallen Protectors, Nazgrim’s climatic ending, 
the Klaxxi, Mekkatorque’s freeze ray, | can go on. 
We may have had it for a year but what a year it 
was. Honorable mention is Ulduar and Icecrown. 


Really looking forward to raids in Legion. 


Favourite Dungeon 
A lot of the Legion dungeons look amazing. | 
enjoyed the concept of Grimrail Depot because who 


doesn’t want to hijack a train while it was en route? 


Auchindoun is gorgeous. And it was cool to see 


Tyrande kick butt in End Time [even if it was ours!). 


Favourite NPC and Why? 

The Prophet Velen, an elderly seer who cares so 
much for not only his people but for each individual. 
Yeah, I'd follow him. Also | feel like he has a sassy 
side, like because he can see the future he would 


be finishing my sentences just to annoy me. 


If We Asked Your Guild, What 
Would They Say About You? 

Honestly, I’m an officer so many of them might say 
I'm the rule keeper. But if they wanted to be nice, they 


might say I’m a cool guy who tries too hard to be funny. 


Anything Else You Want to Brag 
About to Our Readers? 

| really enjoy my guild, The Sha’tor! We are an all 
Draenei RP guild on the WrA server. My favorite part 
about being an officer (other than helping flesh out 
RP stories and ideas) is coming up with event names! 
Some favorites are Satyr Night Fever, Nightmare 
on Fel Street, Error-dar, Furbologna, Everlasting 


Gobllin]stoppers, Sarger-bye; just to name a few! 
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PET OF THE MONTH: 


DISGUSTING OOZELING 


arlier this month, we were chilling in 

Discord one Sunday talking about the rarity 

of pets and which one we should feature 
this month. We talked stats, difficulty, drop rates and 
farm locations and the troubles that you will run into. 
When you look at this pet on it’s own, sure there are 
probably a number on your local auction house, but 
when you look at how this pet ACTUALLY drops, it’s 


probably one of the worst in terms of numbers. 


The Disgusting Oozeling is a strange little creature from 
the Magic family of pets. It drops in a rare quality with only 
one breed, H/B. So at least you have a little luck on your 
side with that one. Its abilities are quite common, you've 
seen them all before; likely many times at that if you are 


an avid pet collector. Ooze Touch and Absorb on tier 1, 
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a damage and a damage with a return heal. Corrosion 
and Creeping Ooze on tier 2, both damage plus Dol's, 
just from different base families. Lastly, Expunge and 
Acidic Goo on tier 3, a hefty damage dealer and a DoT that 


increases damage taken. As | said, common abilities. 


So what makes this pet different? Why Is this a luck 
of the draw pet? Well in short, to find this slimy little 
friend, you first must get a bag, then you must hope that 
the slimiling is in the bag. Do note that neither the bag, 
or the pet in the bag, have nice drop rates. It’s a double 
whammy in terms of RNG. The Oozing Bag can drop from 
a slew of different mobs now, previously there were far 
less; most notable locations to farm for this are currently 
Swamp of Sorrows and Silithus. While the bag itself has 


just under a 10% drop rate for most mobs, you must 


factor in the second drop rate too; that drop rate sits just 
under 2%. So good luck?! You can always watch your 
Black Market Auction House as since the launch of Mists 


of Pandaria it has also been seen floating around there. 


Something to keep in the back of your head about this 
pet in particular, is that it is the only non-combatant pet 


that can affect players in a PvE/PvP environment; 
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and not a good one at that. While chilling beside you, not 
only are you basically green, you will have a debuff that 
reduces your resistances by 20. | know, 20 isn’t all that big 
a number anymore, but it may anger your healers, even If 
only slightly. It also interacts with the Dark Iron Ale Mugs, 


yup... you too can get your slimy little friend drunkzors. 


By Leanne Dugan 


The GameOn Magazine 


J 


50 
47 


30 


World of Warcraft Community Magazine 


WOW COMMUNITY 
MAGAZINE S “WHERE IN THE 
WORLD IS PEPE” 


o Pepe made his way across North America and found a few of TheGameOnMag’s WoW Community Magazine's 


Staff Members. We totally have had a ball with him following us around and perching in the strangest of places. 
Send us a Tweet to (ddravwvie (dfrigittz with what captions you think some of these images should have and we 


will feature it next issue! 


The GameOn Magazine 


World of Warcraft Community Magazine // 31 


The GameOn Magazine 


32 // World of Warcraft Community Magazine 


MOUNT OF THE MONTH 
DOUBLE FEATURE: BIG LOVE 
ROCKET 


‘Apothecary Hummel painted this masterpiece bright pink for an unrequited love.” 
By Jezi 


Mount Statistics 

Drop Rate: .03-.05% 

Drop Requirements: Love is in the Air event instance 
Drop Source: Heart-Shaped Box 

Riding Skill: Apprentice Riding (75) 

Ground Speed: (+60% or +100%!) 

Flight Speed: ([+150%, +280%, or +310%!) 

Level: 20 
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any of us tested our fate of luck with the Big 
Love Rocket inthe recent holiday event ‘Love is 
in the Air’, and most of us were unsuccessful. 
This beautiful and rare mount was introduced in patch 3.3. 
The Big Love Rocket mount, that is only available through 
the heart-shaped box, is dropped by the holiday dungeon 
and only has a .03-.05% chance to drop, making this mount 


one of the rarest in the World of Warcraft. 


The Big Love Rocket is a unique mechanical mount 
that is hot pink in color with a zebra print drivers seat. The 


Big Love Rocket also has some decorative side and back 


art, with a flaming rocket blaster in the back of the mount. 


The mount is account-wide, so many of us attempted 
to obtain this mount on all of our available and level 


100 alts. From February 15th through February 29th 
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one time a day, on each toon, four toons, | made 112 


attempts... and no dice... no hot pink love rocket. The 
disappointment on the luck and daily grind resonates 
with many players as we now wait for another year 


at our chance at our very own Big Love Rocket. 


By Jezi 
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MOUNT OF THE MONTH 


DOUBLE FEATURE: SEA TURTLE 


‘Often caught by fishermen at a young age, these mounts are much 
more comfortable in water than they are on land.” 


Mount Statistics 

Drop Rate: .2% 

Drop Requirements: Fishing 

Riding Skill: Apprentice Riding (75) 

Ground Speed: (+0%!) 

Swim Speed: (+60% or +300%) pending riding skill 
Flight Speed: Non Flying Mount 

Level: 20 
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he Sea Turtle mount was released in 2009 in 

patch 3.1.0. The mount can be caught from 

Northrend, Cataclysm, Pandaria-level fishing 
pools, and the Garrison fishing shack. The Garrison fishing 
shack must be level 3 and the mount can drop from the 
Cavedweller Murlocs summoned from the Frostdeep 
Minnows or Lunarfall Carp. Generally, the mount has a 


.2% drop rate. However, fishing for this mount does not 
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require any specific dungeon, weekly, daily, or seasonal There are numerous guides in reference to the BEST’ 


circumstances, just location and actively fishing. places to fish for the Sea Turtle Mount. However, after 


research and trial of the different variations of these ‘best’ 


The turtle only comes in one variation, light blue with places, it has become unfortunately apparent that the Sea 
a green shell. The saddle Is a basic wooden seat with Turtle mount bares no ‘best’ place. The mount is based 
a green attachment to the shell. The Sea Turtle mount on the luck of the roll. That roll is less than 1%. However, 
is an adorable mount with several animations. When without the requirements or a weekly/daily/holiday drop, 
the rider presses to jump on the mount the turtle goes mount collectors can fish themselves dry and test their 
into It’s shell. The turtle from time to time will also luck anytime in efforts to obtain the Sea Turtle Mount. 


stretch its long neck up high or look from side to side. 


By Jezi 
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HOLY PRIEST CLASS GUIDE 


By Peter Garrett Carlson 


he Holy Priest is one of the most iconic 
healing classes in World of Warcraft, 
possessing strong raid healing cooldowns 
and area of effect heals. Holy Priests can additionally 
adapt different raid scenarios through the correct 
utilization of Chakras, a system that can change 
the effectiveness of your single target heals with 
the click of a button. The combination of the 
Chakra system, Area of Effect heals, Heals over 
Time, and cast time heals allows the Holy Priest 


to be both a proactive and reactive healer. 


KEY FOR THE PURPOSES OF THIS GUIDE 

e Mana Efficiency is a measure of how much 
you can heal per % of mana expended 
and is calculated taking the healing done 
divided by the mana It cost to cast. 

e HPS is ameasure of how much you can heal 
for how long you invest in your cast of the 
Spell and is calculated by taking the healing 
done divided by the time it takes to cast. 

e Spell Power is based on your gear, 
specifically your intellect and other 


sources of spell power on your gear. 
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AS A HOLY PRIEST YOUR MAIN 
HEALING SPELLS ARE: 
Heal is a slow but efficient single-target healing 


spell that heals an ally for 332.64% of your Spell 


Power for 2% of your mana. This gives the spell 

a Mana Efficiency of 166.32% of your Spell Power 
per % of your mana while healing for 133.056% of 
your Spell Power for every second you cast. Use 
Heal when you want to heal someone and you have 


the time to be more efficient with your mana. 


Flash Heal is a fast single-target healing spell 
that heals an ally for 332.657% of your Spell Power 
for 4.14% of your mana. This gives the spell a Mana 
Efficiency of 80.35% of your spell power per % of your 
mana while healing for 221.77% per second that you 
spend casting. Use Flash Heal if you can spare the 


mana and you need to heal someone up very quickly. 


Prayer of Healing is an area of effect healing spell 
that heals 5 group members, each for 221.664% 
of your Spell Power for 7.128% of your mana. This 
gives the spell a Mana Efficiency of 31.10% of your 
Spell Power per % mana expended per person or 
a maximum efficiency of 155.49% of your Spell 
Power per % mana expended assuming you are 
healing 5 people in need of healing. This spell heals 
for 88.67% of your Spell Power for every second 
that you spend casting per person or a maximum 
healing of 443.33% of your Spell Power for every 
second you spend casting. Prayer of Healing is a 
great spell to use if Circle of Healing is down and the 
raid is taking a lot of raid wide damage, however 
be aware that it will deplete your mana quickly 


if spammed, as the mana cost Is quite high. 


Circle of Healing is an area of effect healing spell 


that heals 5 group members, each for 221.664% 
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of your Spell Power for 3.564% of your mana with 

a 12 second cooldown. This gives the spell a Mana 
Efficiency of 62.20% of your Spell Power per % mana 
expended per person or a maximum efficiency of 
310.98% of your Spell Power per % mana expended 
assuming you are healing 5 people in need of 
healing. This spell is instant and can be used to 

heal for 1108.32% of your Spell Power if it heals 5 
injured targets making this spell superior to Prayer 
of Healing, meaning that if it is off cooldown it should 
always be used in place of Prayer of Healing as it Is 


both more Mana Efficient and gives better HPS. 


Renew is a Heal over Time spell that heals an ally 
for 22% of your Spell Power and then an additional 
14.67% of your Spell Power per second over 15 sec 
for 1.5% of your mana. This gives the spell a Mana 


Efficiency of 161.3% of your Spell Power per % of 
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mana used, while healing for 242% of your Spell 
Power for the time used casting. Use Renew when 
you expect someone to take damage in the near 
future, if they have a damage over time effect on 
them, or if they are injured and you know that they 


will not take heavy damage in the near future 


Prayer of Mending is a healing spell that bounces 
between 5 group members, triggering when they 
take damage to heal for 66.6% of your Spell Power 
for 2.4% of your mana. This gives the spell a Mana 
Efficiency of 26.64% of your Spell Power per % of 
mana used per person with a maximum efficiency of 
133.2% of your Spell Power, while healing for 44.4% 
of your Spell Power per second spent casting per 
person with a maximum efficiency of 177.6% of your 
Spell Power per second spend casting if it hits all five 


people. Prayer of Mending lasts 30 seconds, making 
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it very effective to put on someone that you know will 
take damage soon. Additionally Prayer of Mending is 
very useful as it can be used proactively to heal the 
raid while you cast other spells and should be used 
on cooldown 30 seconds before raid wide damage and 
during periods of any raid wide damage as it is fairly 
mana efficient and requires no upkeep after it is cast, 


allowing you to heal while it jumps around the raid. 


Binding Heal is a quick casting healing spell that 
heals you and a friendly target for 133% of your Spell 
Power for 2.15% of your mana. This gives the spell 
a mana efficiency of 123.72% of your Spell Power 
per % mana used, while healing for 177.33% of your 
Spell Power per second spent casting. Please note 
that these numbers are calculated assuming that 
you are healing 2 people as that is the intended use 
of the spell. This spell is a good alternative to Flash 
Heal if both you and the target that you are healing 
need the fast heal and want to conserve your mana 


as it costs about half of what Flash Heal does. 


Chakra: Serenity causes your single-target healing 
Spells to refresh the duration of your Renew on the 
target and allows you to use Holy Word: Serenity. Holy 
Word: Serenity is a very strong single target healing 
Spell that heals a target for 415.294% of your Spell 
Power while only costing 1.78% of your mana, this 
gives the spell a Mana Efficiency of 233.31% while 
being instant cast. It also increases the critical effect 
chance of your healing spells on the target by 25% for 


6 sec. This is a great single target healing spell and 


| —s>-¢- 


should be used on cooldown when it is available on 
any target that is injured as it is very time and mana 


efficient, with its only drawback being its cooldown. 
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Chakra: Serenity should be used in smaller groups large group healing as it reduces the cooldown of 


where you have to focus more on single target healing Circle of Healing, but keep in mind that if the raid Is 


and when the fight requires some movement as not taking heavy damage and you are not using Circle 
Holy Word: Serenity is instant and can be cast while of Healing on cooldown, this Chakra Is usually not as 
moving, unlike Heal, Flash Heal, and Binding Heal. useful as Serenity as it has a very mana efficient and 


effective instant cast heal in Holy Word: Serenity. 


Chakra: Sanctuary causes each heal cast to reduce 


the remaining cooldown of your Circle of Healing Divine Hymn is a channeled raid wide healing 
Spell by 1 second and allows you to cast Holy Word: Spell that heals all party or raid members within 40 
Sanctuary. Holy Word: Sanctuary is an Area of Effect yards for 560% of your Spell Power over 8 sec, and 
heal that heals for 8.45775% of your Spell Power increases healing done to them by 10% for 8 sec. 
every 2 sec for 30 sec ina area. Put Holy Word: This spell is great for situations where there Is very 
Sanctuary down where you know the group will be heavy raid wide damage, as It is both a huge heal 
stacking. Chakra: Sanctuary is the best Chakra for to all party members and it helps the fellow raid 
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healers by increasing the healing that they receive by TALENTS 


10%, the only downside is the 3 minute cooldown. At level 15, there are 2 viable talents currently for 


PvE content: Desperate Prayer and Angelic Bulwark. 


Lightwell is a droppable automatic healing well Desperate Prayer is an instant cast heal that heals 
that distributes 494.51% of your Spell Power over you for 22% of your maximum health. Angelic 
6 seconds to a member of the raid that is under Bulwark Is an entirely passive effect that gives you 
50% health and within 30 meters of the Lightwell. a shield of 15% of your maximum health when you 
The Lightwell has 15 charges and is on a 3 minute drop below 30% of your maximum health. Desperate 
cooldown. If you know that you will be moving Prayer can be more useful than Angelic Bulwark 
then place it down within 30 meters of where if you remember to use it, as it heals for a larger 
you are expecting the raid to take heavy damage percent of your maximum health, but has a longer 
or if the fight does not require movement, feel cooldown. Additionally, Angelic Bulwark can be more 
free to drop the Lightwell at the beginning of the useful if Desperate Prayer can not be cast; i.e., if you 
fight and rake in the free automatic healing. were to take more than your maximum health worth 
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of damage, the shield would help to 


increase your maximum effective health. 


At level 30, | would suggest taking 
Angelic Feather, as you don't cast Power 
Word: Shield very much, especially 
if there is a Discipline Priest in the 
raid, and Phantasm does not help 


you very often in raid situations. 


At level 45, | would suggest taking 
Surge of Light to maximize healing 
output, however if you are having mana 
problems Mindbender is also a great 


way to replenish your supply of mana. 


At level 60, all of the talents 
provide Crowd Control and have 
minimal use in a raid environment 


So pick whichever you like the best. 


At level 75, | would suggest taking 
Twist of Fate or Power Infusion, as both 
will help you burst heal more effectively 
than Divine Insight would. Pick Twist of 
Fate if you would like a passive effect 
and you are commonly healing people 
under 30% health. If you would like a 
on demand burst healing cooldown, 
Power Infusion can help make your 
Divine Hymn more effective, save 
your mana when you are spamming 
Prayer of Healing, and help increase 


your healing output when needed. 
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At level 90, the 2 viable talents currently 


are Halo or Divine Star. Pick Halo if you expect 
the raid to be more spread out, or Divine Star 


if you expect the raid to be stacked up. 


At level 100, Words of Mending is the only 
viable choice currently, as Clarity of Purpose is 
currently undertuned and weaker than Prayer 
of Mending, which is is designed to replace In 
most situations, and Saving Grace has too large a 


drawback to be competitive in a raid environment. 


GLYPHS 

Glyph of Circle of Healing increases the targets 
healed from 5 to 6, but increases the mana 
cost of the spell by 35%. This increases your 
healing output, but hurts your mana efficiency 
a slight bit, although | don’t find it to be too big 
an Issue as it is a low cost and the cooldown 


prevents you from wasting too much mana. 


Glyph of Deep Wells increases the amount of 
charges that your Lightwell has by two, giving 
it 17 total charges. This is a nice boost to your 


Lightwell and overall healing without a drawback. 


Glyph of Fade reduces the damage that you take 
by 10% while Fade is active. This can be effective 
as it gives you an active mitigation to reduce some 
damage you know you will take. The only downside 
is that this glyph does not affect your healing 
like many of the other glyphs you can take. 


Glyph of Renew causes your Renew to heal 

for 25% more each time it heals, but causes It 

to last 3 seconds less for a total of 12 seconds. | 
personally like this glyph as it makes you able to 
top people up more effectively and it gives you a 
little bit more control over how fast your heals are 
coming out. This glyph does reduce your mana 
efficiency a bit, but Renew is already quite mana 


efficient so | don’t find it too much of a concern. 
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Glyph of Binding Heal causes your Binding 
Heal to heal a third target, but costs 35% 
more mana. This makes Binding Heal a nice 
place between Flash Heal for single target and 


Prayer of Healing for multi target healing. 


Glyph of Guardian Angel increases the healing 
received by the target by 260% up from 60%, but it can 
no longer prevent the target’s death. This is useful if 
you know that there will be a target taking consistent 
damage over the 10 seconds and the extra healing 


will be more useful than preventing their death once. 


Glyph of Spirit of Redemption increases the 
duration of Spirit of Redemption by 10 seconds, 
totaling 25 seconds. This is a great glyph if you are 
a bit undergeared or not used to the mechanics 
of the fight as it allows you to keep healing 


through death, and it has no drawbacks. 


The glyphs that | currently use are Glyph of Circle 
of Healing, Glyph of Deep Wells, and Glyph of Renew, 
however all of the ones stated have their own uses 


and can be competitive in a raid environment. 
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ROTATION 


During Periods of Low Damage: 
| would suggest being in Chakra: Serenity as It 


is the most effective at topping up people who are 
taking little amounts of damage through using Renew 
and refreshing it with Holy Word: Serenity and Heal. 
Use Renew on people who you expect 
to take damage or need topping up. 
Use Holy Word: Serenity on people who plan 
to take damage or to top up people who have 
Renew on them and are a bit damaged. 
Use Heal on people who have a bit of 
damage on them or to refresh the duration 
of Renew to help top up their health. 
Use Circle of Healing on cooldown 


if it will heal at least 4 targets. 


During Periods of Moderate Damage: 
| would suggest being In Chakra: Serenity 


if the damage Is single target or Chakra: 
Sanctuary if the damage Is affecting the the 
raid, switching to keep Holy Word: Sanctuary and 
Holy Word: Serenity on cooldown, while staying 
in Chakra: Sanctuary as it gives you the passive 
effect of a lower Circle of Healing cooldown. 

Use Prayer of Mending on cooldown. 

Use Circle of Healing if it will heal at least 3 people. 

Use Holy Word: Sanctuary where 
you will heal the most people. 

Use Holy Word: Serenity on cooldown. 

Use Renew on targets who are taking 
or will take damage, If other spells are on 
cooldown, and you don’t need to use Heal or 


Flash Heal to help them immediately. 
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Use Prayer of Healing if it will heal at least 


4 people and Circle of Healing is down. 
Use Heal if you are worried about a 

target dropping lower on health, but 

they are not in danger of dying yet. 
Use Flash Heal if someone is In 


immediate danger of dying. 
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During Periods of Heavy Damage: 
| would suggest being in Chakra: Sanctuary as most 


phases of heavy damage consist of raid wide damage. 
Pop cooldowns or trinkets if you know 
you will not have a phase with extreme 
damage before the cooldown is over. 
Use Prayer of Mending on cooldown. 
Use Circle of Healing on cooldown. 
Use Holy Word: Sanctuary where 
you will heal the most people. 
Use Prayer of Healing if it will heal at least 4 people. 
Use Flash Heal on people who are 
in immediate danger of dying. 
Use Binding Heal on people who are in immediate 
danger of dying if you are also in danger of dying. 


Use your level 90 talent on cooldown. 


During Periods of Extreme Damage: 
| would suggest being in Chakra: 


Sanctuary as all phases of extreme 
damage consist of raid wide damage. 
Pop cooldowns and trinkets if they 
are up, such as Power Infusion. 
Drop a Lightwell if there is not one 
up within 30 meters of the raid. 
Use Prayer of Mending on cooldown. 
Use Divine Hymn when it will heal the 
most intense phases of damage. 
Use Circle of Healing on cooldown . 
Use Flash Heal on people who are 
in immediate danger of dying. 
Use Binding Heal on people who are in immediate 
danger of dying if you are also in danger of dying. 


Use your level 90 talent on cooldown. 
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Additional Cooldowns to Consider: 

Use Guardian Spirit if someone is in 
instantaneous danger of dying and you will not 
be able to get a Flash Heal off in time, or to 


use to cheese a single target killing ability. 


You can also use Power Word: Shield on cooldown 
during phases of moderate to low damage, if and 
only if, there is no Discipline Priest in the raid. 

Use Power Word: Shield to prevent some damage 
coming in against a tank, or someone who you 


know will take damage in the next 15 seconds. 


Mass Dispel is also a very effective spell in 
fights where there are many dispellable effects, 
as it dispels everything in a 15 yard radius. Just 


be careful of the high mana cost of the spell. 
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WHAT DOES EACH STAT GIVE 
YOU AS A HOLY PRIEST? 

Intellect increases your Spell Power and in turn 
increases the amount of healing that your healing 
spells heal for; and the damage of your damaging 


spells. Aim to have as much of this as possible. 


Spirit increases your mana regeneration, 
increasing the amount of costly spells that 
you can cast ina fight, try to prioritize this 
over other stats until you feel comfortable 


with your mana regeneration. 


Multistrike increases the chance that your abilities 
will multistrike, healing your target for a portion 
of the normal heal one or two extra times. This is 
further helped by Divine Providence, which makes Holy 
Priests gain 5% increased multistrike and increases 
the amount that multistrikes heal for. This makes 


Multistrike the most important secondary stat. 
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Mastery increases your direct healing spells 
and their multistrikes heal for an additional 
amount over 6 seconds. Mastery is most 
effective in larger groups where your Prayer 


of Healing will be hitting many people. 


Haste makes you cast spells faster, reduces the 
Global Cooldown allowing you to cast more spells 
in less time, and makes your Heal over Time effects 
tick faster. This is most effective in smaller groups 


where you will be using Renew more frequently. 


Critical Strike increases your chance for 
extra effectiveness on healing spells. This is a 
great stat for both small and larger groups as it 


functions as just an increase in your healing. 


Versatility increases damage and healing done 
and reduces the amount of damage taken. This 
is typically the least effective secondary stat as it 


does not increase your healing output as much 
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as the other secondary stats, and the reduced 


damage taken Is typically inconsequential. 


For Large Group Raid Healing | would Suggest: 
Intellect>Spirit(to where you are comfortable 


with mana regen)>Multistrike>Mastery>Critical 


Strike>Haste>Versatility 


This build makes heavy use of applying 
your mastery Heal over Time effect to many 
people with the use of Prayer of Healing, 


Circle of Healing and Divine Hymn. 


Another Effective Holy Priest Build: 


Intellect>Spirit(to where you are comfortable 
with mana regen}>Multistrike>Haste>Critical 
Strike>Mastery>Versatility 

This build makes good use of the extra haste 
by stronger and more frequent use of Renew, 
lower cast time healing spells, and a Divine Hymn 
that pumps out a little bit less healing that the 


Mastery build in a shorter amount of time. 


In Legion, Holy Priests are moving away from the 
Chakra system, replacing the Holy Words that we 
know now with Holy Word: Sanctify which heals 6 
targets in an area for a large amount and Holy Word: 
Serenity that heals a target for an extreme amount. 
The cooldowns of these Holy Words will be reduced 
through casting Prayer of Healing, Heal, and Flash 
Heal. Holy Priests are also having Circle of Healing and 


Binding Heal moved to talents and losing Lightwells. 


Additionally, the amount of healing done by 
Heal and Renew are getting increased, the cost of 
Prayer of Healing is going down and the amount 
of healing done by Flash Heal is going down a 
Slight bit. Furthermore, the talents are changing 
to help to specialize the role of the Holy Priest a 
bit more by giving you many interesting options 
to decide between better single target healing or 


more Area of Effect raid healing cooldowns. 


By Peter Garrett Carlson 
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CHARACTER ANALYSIS: JAINA 
PROUDMOORE 


“They look so sad... Somehow | didn't think they would have children... Are 
you sure they belong here?” - Jaina in Arthas: Rise of the Lich King 


“Your people are despicable cowards... You are nothing more than rabid dogs, and you 
should be put down. You spit on mercy? Then you will have none. You want carnage? 
Garrosh will get more blood than he ever bargained for.” - Jaina in Tides of War 


By Tina Guglielmi 
llustrious Mage, leader, and diplomat, Jaina Warcraft lore. Jaina has lost many people around her as 
Proudmoore has been through a dramatic evolution well as fought in tumultuous battles. She was a heavy 


in her overall character arc. She could be considered = sympathizer towards other races until the unthinkable 
one of the unluckiest characters in the game. Her courage loss of Theramore. Regardless, Jaina persevered through 


and vulnerability have been tested time again throughout itall and has proven herself as a strong-willed person. 
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Jaina is the daughter of Admiral Daelin Proudmoore of 
Kul Tiras. At a young age, Jaina sought interest in the art of 
being a Mage. She was heavily influenced by the legendary 
sorceress, Aegwynn. Antonidas look her as an apprentice 
and noticed her strong talents In magic. Soon enough, 
Jaina’s perseverance in studying magic is what made her 


one of the most powerful sorceress in Warcraft history. 


Her royal ties is what lead her to meet Prince Arthas 
Menethil when they were children. In Arthas: Rise of 
the Lich King by Christie Golden, the two had immense 
fondness for one another from the beginning. It is revealed 
Arthas and Jaina visited an Orc internment camp. It was 
then foreshadowed their future connections with the newly 
antiquated race. Arthas, knowing what the Orcs did to 
Stormwind and Varian Wrynn’s father, thought of them as 
savages. Jaina showed deep sympathy with them, despite 


knowing an Orc killed her brother, Derek Proudmoore. 
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As Arthas and Jaina grew older, so did their 
relationship. While training in Dalaran, Prince Kael'thas 
Sunstrider also had feelings for Jaina even with their 
enormous age difference. Kael'thas was extremely 
jealous once it became apparent Jaina was becoming 
close with Arthas. Eventually, Arthas and Jaina became 
more romantic physically. However, Arthas was afraid of 
the commitment and felt she should be more focused 
on her studies while he focused on his responsibilities 
in Lordaeron. Jaina was extremely heartbroken, but 


took her emotions out in practicing her magic. 


It is afterwards when the events in Warcraft I// occur. 
Arthas and Jaina were sent by Antonidas to investigate the 
plague outbreak in Lordaeron. Together they investigate 


the villages of Brill and Hearthglen. They also managed 


to defeat former member of the Kirin Tor, Kel’'thuzad. As 
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the story progressed, Jaina witnesses the valiant man 


she once knew progressively breakdown. The citizens of 
Lordaeron were suffering and being attacked by foreign 
creatures. The pivotal moment is when she turns her 
back to Arthas at Stratholme. Arthas was certain that 
the citizens of Stratholme had to be murdered before 
the plague broke out and turned them into Undead. His 
obsession of stopping the demon, Mal'Ganis, became 
overwhelming. Jaina could not bear to watch Arthas 
commit this deed and left with Uther the Lightbringer. 
Their future together was officially abolished. It is 
apparent later in Wrath of the Lich King that Jaina regretted 
leaving Arthas. Had she stayed to stop him from killing 
civilians or found an alternative way to stop the plague, 


things could have been different for them both. 


Having seen the horrors inflicted upon Stratholme, 
Jaina was disheartened she did not save her people. 


The strange prophet, who is later revealed to be 
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Medivh, urges her to travel to Kalimdor. Medivh first 
approached Antonidas but he refused to listen to 

his warnings. Since the rest of the world around her 
seemed to be falling apart, she took the challenge. The 
alternative would be to wait to be killed by the plague 
or the forces of the Burning Legion. Essentially, this 


was Jaina’s rebirth in finding her true purpose. 


Upon arriving in Kalimdor with the survivors 
of Lordaeron, Jaina had conflicts with Grommash 
Hellscream and his Orcs. As she struggled against the 
army, she traveled to Stonetalon Mountain. There she met 
Thrall and Cairne Bloodhoof. Medivh had beseeched them 
to become allies as the might of the Burning Legion would 
be too much to handle alone. Though hesitant about the 
command, Jaina helps Thrall purge the demonic curse 


that was corrupting Grom. Afterwards, they soon met 
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Tyrande Whisperwind and Malfurion Stormrage. 
Medivh tells the Humans, Orcs and Tauren must 
work with the Night Elves to stop the destruction of 
Archimonde. They are successful in defending Mount 


Hyjal and the world was saved for the time being. 


Subsequently, Jaina and Thall’s friendship 
cultivated. It is a continuing theme for Jaina to see 
the good in others; regardless of their reputation. 
Thrall was reminded of Taretha, the Human woman 
that helped him escape from Durnholde Keep, 
when he saw Jaina. He also wanted safety for his 
people, unlike some of the other Orc leaders. In 
the mind of Thrall and Jaina, if they demonstrated 
unity with one another, perhaps others will do the 
same. Jaina finds the coastal town of Theramore 
and retains peace with the Orcs of Durotar. The 
rest of the Horde and Alliance showed nothing but 
hostility toward one another. Jaina’s father, Admiral 
Daelin Proudmoore, arrives to Kalimdor with the 
intention of slaughtering the Orcs. She knew she 
could not change the mind of her father. Reluctantly, 
she allows the Horde to attack Theramore, killing 
her father in the process. In her mind, it was all 
in the name of peace, although traumatising to 
witness. However, she knew she must put aside her 


emotions in order to make the best choice for others. 


Throughout the next several years, Jaina went 
on to face several conflicts between the Horde 
and Alliance. She even had a chance to work with 
the sorceress, Aegwynn. She would continue to 
advance her studies in magic all while wondering 
about those that she lost. Her bond with King Varian 


Wrynn and his son Prince Anduin also became 


strong. In the World of Warcraft comic series, Jaina helps 


Varian remember his identity while condemning Onyxia. 


In Wrath of the Lich King, we see more development 
for the character. Jaina is hopeful in saving Arthas when 
forces arrive in Northrend. She is optimistic that deep 
inside the Lich King lies the man she wanted to marry. 
Throughout the expansion we also see her try to get the 
two factions to work together. As seen in the trailer for the 
Secrets of Ulduar, the threat of Yogg Saron is so imminent 
that it would take both factions in order to purge. Jaina and 
Rhonin, Archmage of the Kirin Tor, try to have King Varian 
Wrynn meet with Thrall and Garrosh Hellscream. Due 
to their hostility towards each other, they end up fighting 
and refuse to work together. Jaina is in disarray she could 


not have the leaders cooperate for the sake of Azeroth. 


In the dungeon, The Frozen Halls, Jaina tries to 
reason with the Dark Lord so she may save Arthas. She 


confronts the soul of Uther the Lightbringer upon finding 
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Frostmourne, the sword that corrupted Arthas. Uther tells 
Jaina that Arthas cannot be saved and that the Lich King 
must be killed in order to save Azeroth. The Lich King then 
appears only to send Falric and Marwyn to kill Jaina’s 
allies. Jaina pursues the Lich King until she chokes her 
nearly to death until the Skybreaker saves her. At the 

end of the Fall of the Lich King raid, Jaina’s locket drops 
as an optional quest. When returned to her, she weeps 
while exclaiming: “...he kept it? All this time, he kept it!...| 
sensed a part of him still alive! Trapped...struggling... 


Perhaps he might someday remember what he once was.” 


Skipping ahead to Mists of Pandaria, Garrosh Hellscream 
has become a malicious leader of the Horde. In the novel, 
Jaina Proudmoore: Tides of War, his master plan revealed 
is to take over the entire continent of Kalimdor. All while 
wiping out any Alliance race that resides in it. The biggest 
target they plan to attack first is Theramore. Unlike Thrall, 
Garrosh had no animosity towards Humans; least of all 


Jaina. The other Horde leaders are very reluctant to agree 
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with the plan. Baine Bloodhoof especially tries to reason 
with Garrosh knowing that Jaina is an ally. Garrosh 
refuses to listen and accuses Baine of treason if he does 
not carry out with their plan to destroy Theramore. Baine 
then sends a messenger to warn Jaina about the ruthless 
plans. On the other side, the Alliance leaders are cautious 
in aiding Jaina as they wonder if it is a real threat. She is 
aided by Kalecgos, leader of the Blue Dragonflight, who 
is also looking to reclaim the Focusing Iris. In turn, Jaina 
grows romantic feelings for him. Additionally, Rhonin 
with his wife, Vereesa Windrunner, agrees to defend 
Theramore. Theramore was struck once the Alliance 
forces gathered, as Garrosh had planned. The town 

is hit by the Mana Bomb and Is destroyed completely. 
Before it struck, Rhonin had pushed Jaina into a portal 


that sent her outside of town, sacrificing himself. 


Jaina returns to the ruins of Theramore. Because of 
the Mana Bomb, her hair and eyes are now white. She 
finds the bodies of those that were with her in the tower: 
Kinndy, Pained, and Archmage Tervosh. Everything that 


Jaina ever stood for was in Theramore. All the work 
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and sacrifices she made in order to find a new home 


for the survivors of Lordaeron were now destroyed. 


All the remnants of her usual optimism was now out 
the window. She spouts curses at the remaining Orcs that 
were left to kill the survivors of the Theramore attack. She 
evens Stabs one Orc in the throat with a shard of a mirror. 
Jaina’s affinity towards Orcs and the rest of the Horde 
was now gone. She had blamed all of them, including 
Baine and Vol’in, for the deaths of Rhonin and the others 
that were close with her. She tries in any way she can to 
cast instant revenge against the Horde. Jaina seeks help 
from both Varian and the Kirin Tor but they both refuse; 
stating that is exactly the reaction the Horde wants. She 
then decides to take matters in her own hands. Her plan 
is then to take the Focusing Iris that she has been hiding 
from Kalecgos to Fray Island. Once there, she uses the 
power of the Iris to summon water elementals in hopes 
of drowning Orgrimmar. The elementals send Thrall 
a vision of this disturbance and he tries to stop Jaina. 

He is unable to, for she is too powerful. Kalecgos then 


arrives and manages to talk her out of it all. He reminds 
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her that she would be no better than Garrosh or Arthas 
if she were to basically commit the same heinous crimes 
they did. By the end of the novel, Jaina accepts that her 


wish for peace in Azeroth could never be achieved. 


Jaina is later assumed the position of the Leader of 
the Kirin Tor. In addition, she cuts the Kirin Tor’s ties 
with the Horde and purges them out of Dalaran.This 
radical change in beliefs is especially apparent in the 
last cutscene of the raid, Siege of Orgrimmar. When 
Garrosh is defeated and Voljin is crowned Warchief, 
Jaina turns to Varian and says, ‘Already they plot against 


us. Seize this moment, Varian. Dismantle the Horde.” 


To continue, the novel War Crimes also elaborates 
how deeply traumatised Jaina is following the 
attack on Theramore. Throughout the trial against 
Garrosh, she presents deep anxiety and hatred 
towards him. It is not until the end of the of the 


novel, Warchief Vol'jin sends her a note: 


“It took some time for me to learn what happened 


in Dalaran. You used to be a woman of peace; you 
be that no more. Garrosh scorches earth, and 
the dead ain't the only victims. You got no blame 
or hate from me, no matter what you feel toward 


Garrosh- or the Horde. We all got our ghosts.” -V 


In conclusion, Jaina Proudmoore has gone through 
several atrocious events that have lead her to be the 
character she Is now. At first she had the unrealistic ideal 
that there could be peace throughout Azeroth. She tried 
in every way she could to stop the cycle of hatred among 
her peers. And yet, Arthas, Daelin, and even Garrosh could 
not change. Despite everything, Jaina is still a smart, 
powerful Mage. Though she has made mistakes, they 
were not in vain. Every move Jaina makes is carefully 
calculated even if it means sacrificing others lives. Had 
she stayed and stopped Arthas from going mad, could 
things have been different? Would she have been the next 


Queen of Lordaeron had everything worked in her favor? 
By Tina Guglielmi 
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BOSSES BY THE BOOK: THE 
RANDOM FACTOR 


reoccurring theme in my writings is my 

love of Balance Druids and battle pets, but 

here and there | like to sneak in tidbits and 
opinions on the wonderful world of being a damage 
dealer (DPS) and raid leader in a currently raiding 
guild. While it’s my responsibility to ensure the fight 
goes as smoothly for everyone else as | can, | also have 
an obligation to be the best bird | can be and really 
pump out the numbers! Seeing as the theme for this 
month's magazine is “RNG” (More of a “random-ness” 
concept then an anagram anymore) why not sit down 
and discuss the attributes each boss battle has that 


can make, or break, that world record DPS meter. 


By John Miller 


Seeing no need to dilly dally, I'll say that we'll be 
looking at each fight in their Heroic difficulty; so let’s 


get moving, going through the bosses in “order”: 


HELLFIRE ASSAULT 

The first factor of luck you'll need Is to have picked the 
right class, I.E, one with great cleave; | know this may 
seem like a cop out, but it’s been more than a decade 
since | chose the Druid class, with nothing much else to 
show for it than an understanding of that class and spec. 
Ifa Balance Druid wasn’t particularly good at this fight, I'd 


be hopeless! Some people have several alts they're great 


with, but some people take the “one and done” mentality. 
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Once you have the right class, this fight can be 


oddly forgiving. Healers tend to run the ammo to 
the cannons and the enemies come to you, It’s 

a pretty sweet deal for DPS, especially ranged. 

The main concern would be the bombs placed by 
engineers and the early axes that may cause a little 


movement; all-in-all a relatively smooth fight. 


IRON REAVER 


Unlike Hellfire Assault, where the fight is almost 


catered for ranged DPS, Iron Reaver is a little less... giving. 


The first ability to watch for is Barrage, where the boss 
faces a direction and kills anything in front of her after a 
moment or two. It'll always focus a healer, yes, but with 
20+ people room can feel tight and there’s nothing worse 
than having the healer next to you getting picked over and 


over, meaning you'll need to make a mad dash to safety. 


The second, truly most random, ability you'll need to 
watch if you're ranged (and sometimes melee if they feel 
motivated) is Firebomb, which dots the whole room with 
spiked balls of death; if they’re on top of you you ll need 
to move, if they're too far from you you'll need to move, 
and if they're really spread out and the other DPS are 
slacking (I’m watching you, Sheenada and Pritin), then 
you ll need to run everywhere to get them all. This ability 
is evil, but at least they keep them squishy, even in Mythic, 


but you'll have the same “issue” in the air phase as well. 


Once you've made it through those big abilities, 
there's really only minor things to consider. Will she 
target you for Blitz? Twice? Will every patch of fire land 
under your feet? Did you forget your tanks name so they 
run Artillery on you? The list seems to go on and on 
for this fight, which mainly why | chose to squish them 


all together here instead, it’s less haunting that way. 
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KORMROK hands, so while you're not doing worse you may not be 
Ah, the big ol’ rock monster himself! I’m actually a top of the charts for this one with them around, but this 
big fan of this fight, there’s, realistically, very little RNG fight is very smooth and easily one of the most relaxing. 


and the fight’s based more on everyone having a small 
role and doing it properly, even more so on Mythic. HELLFIRE HIGH COUNCIL 


The ubiquitous ‘Council Fight’, always nice to 


What's there really to watch out for that may cost you see one of these! The council has, in my opinion, 
some DPS? When the slime comes rolling across the two of the most extreme examples of your 
field some of them may form a long wall, meaning you performance being limited by how the bosses 
can Just pass through, eating the damage, or run around, treat you, and here’s why: Reap and Fel Rage. 


eating your DPS, which always stings a bit. You may end 
up pushed to the rims of the room avoiding pound or If you're randomly selected by the boss for Reap 


oozes only to sprint back into position for Grasping Hands, you'll need to haul ass to the edges of the room, drop 


but there's plenty of room; this fight is pretty forgiving your void zone, then run back into position to avoid other 
if you watch where you're going. Warriors and Mages mechanics throughout the fight. If you're picked more 
are almost unstoppable when it comes to cleaving the than once then you've lost, the world has conspired 
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against you, unless you're just really rocking it that 
night. Realistically itll hurt your DPS, especially 
if you have cooldowns going, but at least it can hit 


any other DPS too, giving you an okay chance. 


But then comes the big one: Fel Rage. Gurtogg 
selects a target to beat on, giving them a huge damage 
boost against them. With a cooldown and, usually, 
Heroism/Bloodlust/Timewarp, this ability alone can put 
a DPS upon a tower of damage you almost can’t topple 
them from; how horrifying. For us it almost always 
picks the same two DPS at the same time, which Is 
great for them, but I'd be lying if | said the other DPS 
weren't a little jealous. Outside of these two big ones 
there's very little that you need to move for and therefor 


very little that can cost you damage, not too bad. 
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KILROGG DEADEYE 


| think this is the boss I’ve done the least of in all of 


Hellfire, maybe tied with Gorefiend. There's really only 
two things that will have a big impact on your DPS: 
being targeted by multiple Heart Seekers, meaning 
you ll need to leave the group to drop your slime, and 
being friends with the Raid Leader, meaning you'll be 
selected for Visions of Death and the massive damage 
boost that goes along with it. While this may be a 


little unfair there’s usually real reasons why people 
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are selected. I, for example, always select a melee, 
ranged, and a healer all with cleave, etc. etc. It’s not 
all nepotism, | promise. If you're not picked, and don’t 
get any Heartseekers, you will be behind those that 
went in, but everyone has a role! A pretty smooth 


ride in terms of “I'd have done better if not for X”. 


GOREFIEND 

While he’s primarily focused on souls, Gorefiend 
doesn't mind a taste of RNG every now and then. This 
fight is very similar to the council in that there’s really 
only two things that'll greatly affect you: Shadow of 
Death and Touch of Doom. Some small mention to 


Shared Fate, but it’s not as dire as the other two. 
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Shadow of Death, when applied by the boss, kills the 
player and drags them into Gorefiend’s stomach. Here 
you'll AoE down adds [additional monsters) to weaken 
them when they pop out of his stomach to attack your 
less living impaired allies. You can just choose to leave 
by running to the center of the room, but you have a job 
to do in there! Just make sure not to get digested. 

Touch of Doom is almost identical to Reap; once you 
get the debuff run to the outside edges of the room, drop 
your void zone, and then go back to where you were and 


what you were doing, simple as that, but still annoying. 


I’lL make a small note of the spooky skeletons: while 
they will chase you around, and you must run, if the 


stomach group is doing fine then they rarely tend to 


— 


be an issue unless they spawn on top 
of you. Worth mentioning, but | never 


see it as a huge part of the fight. 


SHADOW-LORD ISKAR 

| have such a soft spot in my heart for 
the Arakkoa it’s unreal, but that won't 
spare Iskar his fate! I’m not particularly 
a fan of this fight, it just being another 
“add fight” where there's a boss, adds 
to kill, and small mechanics between. 
For most of these fights I’m always 
tempted to put “selecting a class with 
good cleave” as the first point of RNG, 
but it would lose whatever charm it might 
have had, so we'll ignore it. Once again 
this is a fight with only two mechanics 
that will really affect you: Phantasmal 
Winds and Fel Incineration, both of which 
will obliterate your DPS, Winds less so 


with good Eye of Iskar management. 


Phantasmal Winds simply pushes you 
towards the cliff at the edge of the boss 
arena, meaning if you don't run for it, or 
have the Eye thrown at you, you will fall and 
die. Leading up to that moment, however, 
you ll be stuck just running in place, 
fighting against the wind and maybe toss 
a few instant cast spells at the boss which, 
as a caster (and a Druid at that) blows 
hard. Hopefully your raid’ll be looking out 
for you, though, and the Eye will cleanse 


the wind off and you'll be free in no time. 
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Fel Incineration, unlike Winds, cannot be avoided 
with the Eye and must be dealt with from beginning to 
end. You're targeted by a laser that follows you leaving 
a trail of fire in its wake, meaning you'll want to run 
out of the group and pull the fire somewhere safe. 
You'll have a brief respite to cast, but much like winds 
you re just running for most of it, so your damage will 


momentarily suffer unless you're a Hunter, you cheater. 


SOCRETHAR THE ETERNAL 


There have been very few fights where I’ve questioned 


the reasoning and abilities of my raid as ruthlessly as | 
have on this fight; | don’t think | ever lost my cool about 
it but there has been several fun nights of wiping I'll 


never get back. As a Melee DPS, as usual, you'll have 


very little to do for most of the fight outside of smashing 
your little heads into the boss, the Range will handle 
everything else, no worries. In the Robot Phase there's 
Shattered Defenses and Felblaze Charge and in the 
Soul Phase there's ghosts and Gift of the Man‘ari. 


Every now and then, when the boss in controlling 
the robot, he'll cast Reverberating Blow, a big AoE 
that debuffs the tank and someone else hit by the 
ability; | personally use the strategy where everyone 
soaks the blow, so someone will always end up with 
it. If you get the debuff you need to leave the stack 
and not be in front of the boss, easy-peasy. A little 


bit of movement, but it’s random none-the-less. 
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Next is Felblaze Charge, where the robot selects a 
target and charges at them, leaving fire in his path. For 
this you'll simply want to run behind the boss so the fire 


isn't on the raid. Boom, done. Small move, small loss. 


In the Soul Phase the boss sets up little portals that 
spit out adds, the one that matters are the ghosts. If 
targeted by their fixation you'll want to be sure you're 
dragging them through fire and then be sure you're killing 
them, both of which have small costs. Finally there’s Gift 
of the Man/ari, which just puts a big hurt circle around 
you, meaning you'll need to avoid your friends. This 
can cause ghosts to be harder to deal with and some 
positioning trouble, but really only means you'll need 


to move slightly farther when you do need to move. 


World of Warcraft Community Magazine 


TYRANT VELHARI 

Despite my temptation to refer to this, again, as 
‘an add fight’ | feel | may have been too harsh before. 
While there are adds they play a somewhat minor, if not 
negligible, role for a majority of the fight. This isn’t an 
article about that, though, it’s about how your DPS can 
get screwed by unavoidable boss mess! For Velhari the 


fight’s pretty lenient, there’s only so much to watch for. 


In the first phase you'll want to avoid standing In 
Annihilating Strike, a cone ability that’s targeted ona 
random player. Once the target is picked you just move 
out of it’s cone, or if it’s on you stand still then step out of 
the fire circle beneath you. You can go the entire phase 


neither being picked nor standing near someone who is 
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and boy does it make quite the difference. There Is the 


Infernal Tempest ability, but this targets everyone and 


thus isn't worth discussing in this particular article. 


In the second phase you only need to concern 
yourself with Tainted Shadows, which picks a few 
DPS to run out of the group and, once It runs out, 
then run back in, only costs you a little but when 


you re fighting for bragging rights every bit counts. 


FEL LORD ZAKUUN 

| hardly know where to start with this fight. It’s such 
a mess for ranged that have something to do | can 
barely stand it, it never feels like | get to sit down and 


just DPS the boss. It may just be the fault of raiders not 
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wanting responsibility, causing me to talk more than | 


should have to, but who knows, maybe I’m just terrible. 


Right off the bat, if you’re on pillar soaking duty 
you re on edge almost the entire fight. You need 
to run to your pillar, soak It, move to a safe spots, 
watch for wakes, and avoid anything coming your 
way. You can also have a pillar spawn under you, 


making you move a little, but that’s a bit nit-picky. 


Once the second phase kicks in there’s more 
wakes that are more important to avoid and Seeds of 
Corruption going out. If you’re picked by seed you need 
to run as far and as fast as you can, explode, then avoid 


the explosions, then run back, all while the boss is 


within prime execute range with cooldowns coming 


back up-the horror! | shudder to think about It. 


XHULHORAC 

| was sitting in Mumble discussing some aspects 
of these fights, trying to keep myself open to the 
views of other DPS, but thankfully my GM was there 
to remind me that Melee DPS players are the worst. 
You're fine, maybe it’s just him. Back on topic, though, 
when we came to Xhulhorac we were stumped; 
there's hardly a mechanic in that fight that, should you 


fall victim to it, will slowly whittle away at your DPS. 


Between Fel Surge, Void Surge, Imp Fire, 
regular fire, Chains of Fel, the Voidfiend Voidsteps, 
the Blackholes pulling you into fire, there's so 
much that can happen. The best you can hope for 
is extended periods of nothings, but eventually 
you ll have to deal with one of these mechanics. 
It’s a joy, not a lot of depth, but it can get hectic. 


Starfall is your friend, though, so there’s that. 


MANNOROTH 

After Xhul/horac it’s time for something more 
relaxing. While this fight is much longer, with more 
depth to the mechanics, everything Is fairly scripted 
and nothing should catch you too off guard. The 
only mechanics that can strike down your DPS are 
Gaze, which will make you run around in terror 
for a few seconds, in phase two and Shadowforce, 
which randomly picks a few targets in phase 
three. After that Shadowforce affects everyone, 
but Gaze remains the same and it’s just as much 


a bummer to be picked then as any other time. 
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Some people may argue Fel Seeker, but in a perfect 
world this affects everyone, at least fora moment, 
and is timed so you know exactly when it'll happen. 
Allin all this fight is very linear, almost soothing when 


you feel like following the script and nothing more. 


ARCHIMONDE 

The end of the line, we finally made it! Archimonde is 
the big bad boss of the raid, but is he the big bad boss of 
RNG, too? Thankfully |, and many of my fellow raiders, 


feel he isn’t from a purely “My DPS is ruined now” sort of 


concept, but there are a few mechanics that can cost you. 


In phase one there's the Doomfire Spirit’s Doomfire, 
which will target a player and chase them around. The 
Doomfire should die very quickly, so it’s pretty likely 
you ll only end up with one, maybe two, people being 
targeted at all. After that an Allure is right around 
the corner and you'll play the “Who'll be launched 
into space today?” lottery when Shadowfel Burst 


goes out, ruining the dreams of some poor sap. 


Once you're out of the early phases, however, 


everything's fairly relaxed. Dreadstalkers may teleport 
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under you, but the circle is small and they die quickly; 
Wrought Chaos makes two people wiggle slightly to 
point their death laser out of the raid. The big mechanic 
that can cost you is Shackled Torment, which selects 
three targets and creates a chain linked to a shadow 
version of themselves that they must run away from. 
The run can be annoying, at best, and Is slightly farther 
than you'd want it to be. | never have too many “I was 
cheated” moments with Archimonde, which is a shame 


since I'd like to be higher up on the meters as it Is. 


One of the best tricks you can do Is slowly weasel your 
way into some position of power within your raid team, my 
readers being a group of handsome and intelligent people 
this should be no problem, and then simply assign the 
annoying jobs to everyone else! No longer will you need 
to soak pillars, do Visions, or kill that add, you're living 
the good life. Unless, that is, you need people that know 
what they're doing, then | must apologize. RNG is cruel 
at times, but compared to raiders who don't understand 
the fights there’s nothing worse. You've followed my 


only to be damned because of it. Sh*t RNG, right? 


By John Miller 
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LUCK BE A DRAENEL 


can remember with perfect clarity the first time 


| ever saw a BoE Purple drop in the world. It was 

the summer of 2005, and | was levelling in Tanaris 
with a woman who would eventually become my arch 
nemesis in game (but that’s a story for another article). 
We were killing the Wastewander bandits and thieves that 
used to inhabit the north of the zone prior to Cataclysm: 
their camps always had chests to loot, and handing in 
water pouches was reputation for the Goblins to boot. 
One particular thief was carrying Hurricane that day 
and as a Hunter? My Druid friend (very grudgingly) 
let me take the item. That’s the moment when it first 
became apparent how important the Random Number 
Generator was in Azeroth, and that however hard you 


tried? Sometimes, those odds were never in your favour. 


In fact, when | look back on eleven years of playing 
| realise just how much trouble the /roll has brought 


to my life. | used to raid with an alliance of Guilds that 
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used DKP (Dragon Kill Points) to assign their loot to 
players, and I'd always thought this wasn’t as fair a 
system, but on reflection? This method has quite a lot 
going for it, especially in a competitive environment. 
There's no arbitrary item assignment, people are less 
likely to get upset and throw a /ragequit on you... and 
mostly, you're not in thrall of the chaotic randomness 
of existence. Just having a roll and relying on luck 

is all well and good; sometimes the reliability of 

an actual outcome is what's needed to maintain 
sanity. If you've been grinding an Instance for weeks, 


something as reward now and then keeps you happy. 


| spend quite a lot of time currently in Onyxia’s Lair. 
Before that it used to be Stratholme, and before THAT | 
was in Karazhan. As a mount collector (260/300 at present 
on my current achievement) | know all about the abject 
depression and despondency that results from week 


after week of attacking the same places for the same 


item that never, ever drops. Except, of course, that’s 

just not true. | own Deathcharger’s Reins, and | won the 
Fiery Warhorse Reins a long time ago. Those were only 
obtained by patience, consistency and the understanding 
that, eventually, the Law of Big Numbers smiles upon your 
sorry, sad toon and allows you to get lucky. | am walking 
proof that, if something matters enough, you'll just keep 
banging your head against that metaphorical barrier until 
it collapses. It’s no wonder | subtitle the weekly attempts 
in my Blog as the “Circuit of Disappointment”; because on 


most weeks? That's exactly what mount farming becomes. 


When asked the perennial question; Why do you 
bother?; my answer has remained fairly much constant: 
because it’s there. |'ve made a conscious choice in 
Warcraft to stack my deck in this particular fashion: 
work on things in my time, at my own pace, but always 
attempt to finish them. That’s the key in all of this: even 
if the destination’s location continues to be shifted by the 
game itself, that’s still where | head. It doesn’t matter 
every time a new slew of mounts are added to the pile, 
either. That doesn’t change the reasoning or motivation 
one iota. I’m one of those people who was born with the 


collecting gene, because there absolutely is one of those 
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that exists in human DNA. | don't do it as prolifically in real 
life any more, mostly because storage options and money 
aren't as easy to come by out here in meat space. When 
unencumbered by such restrictions, the virtual world 
allows me a measure of freedom that I’ve really come to 
love and appreciate. That’s why | intend to fill Azeroth with 
the fruits of my effort: mounts, pets, Archaeology items, 
Fishing trophies, outfits... you name it, I'll hoard it. It’s 

a way to be liberated and not conform to anybody else's 
ethos but my own, in the end. It’s the quiet revolution | 
can conduct away from disparaging looks and sad shakes 
of the head. That's why | don’t really care now that every 
week is potentially a zero return on my time investment. | 
know that eventually, if mobs keep dying, the mounts will 
come. How can | be so certain of this, | hear you ask? It’s 
because | know how this game has a way of still making 


you scream with delight, at the moments you least expect. 


Let me tell you a story that happened not very long ago 
at all. I've rolled a couple of alts on the US Servers [I’m 
normally EU based) and have been quietly levelling alts 
for some weeks now. One evening, whilst in Stranglethorn 
Vale, | was killing and looting Basilisks to skin when | 


noticed a flash of purple fall into my bags. | know how 
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rare this is on a good day, and when | looked back at my 
chat log to see what I'd found? The last thing I'd expected 


what what I'd received: Parrot Cage (Hyacinth Macaw). 


The joy at having had this drop for me was 
considerable, because on my “main”; character in 
Europe I'd been forced to buy this pet for a fairly 
substantive amount of gold years previously. The 
fact it was the last thing I'd expected was significant, 
but more important still was the doors this drop 
opened: it gave me the opportunity to make gold on 
a Server I'd only just started on, and to use that to 
help further my experiences in Azeroth in what is a 
new and exciting adventure in the Americas. What it 
proves is the main point of understanding why the RNG 
matters: It’s random. That’s what makes gaming like 
this so exciting and unexpected: you don’t know what 
will drop when you're not farming for it. The problem 
undoubtedly occurs for people when you need or want 
something to drop, and it won't. Once you let go of your 
desires and just go with the unexpected? Life becomes 


considerably more entertaining and exciting as a result. 


| may still complain about my lack of luck in 
game, but those days are fewer and further between. 
As | embrace the understanding that luck Isn't 
something to be frustrated at? My weekly jaunts 
around Azeroth are becoming more adventure and 
less chore. It doesn’t matter if you don't get what 
you want in Warcraft: sometimes, it’s the stuff you 
weren't grinding for that you receive as a surprise 


that makes this journey far more satisfying. 


By Sarah Reeson 
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Luck in the World of Warcraft is something we are all familiar with. Did you lose a roll or have you 
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PODCAST SPOTLIGHT 


Here at the World of Warcraft Community Magazine, we have the privilege to meet and interview a variety of 
amazing podcasters in the WoW community. But we don’t want you to lose touch with the excellent content out 
there, so every month, podcasters who have been interviewed by us will be sharing what they have been up to in 
the past month complete with links to their latest episodes ready for you to listen and download! 

Obviously this list will grow as our magazine does, but if you don't see someone on here that has a podcast you 


love, and you'd love to see featured and interviewed email us at wowfagameonmag.com. 


HEARTHCAST fa HEARTHCAST.COM 
Episode 307 - The Discord on Water 
Striders: Rewt and Freckleface talk about 


alpha woes, and chatting beaux’s... 


REALM MAINTENANCE fa RHOWOW 
Episode 185 - From the Delta to the 

DRC: Old Gods are whispering, and Rho 
is talking to the hosts of the Deathrattle 
Crew podcast about the new expansion, 


their Hearthstone show, and more. 


TAUREN THINK TANK f€TAURENTHINKTANK 
Episode 180 - Blind Date with Illidan: 
Chiropractic woes, Heroes of the Storm, 


Overwatch, job searches and rogue leveling! 
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LOOKING FOR ROLE PLAY 


LOOKING FOR ROLE PLAY faLFRPPODCAST 
Episode 64 - Humans [A Primer): This week, 
they talk about another of the wonderful 


races in World of Warcraft, the humans! 


TRAINING DUMMIES faTRAININGDUMMIES 
Episode 123 - Tracer Wears Crocs: The boys are 
joined by Ketsuki where they finally discuss the hype 


around the latest Blizzard project, Overwatch! 


THE GAME CASE faTHEGAMECASESHOW 
Episode 47 - We Have a Theory: Join Host Cuddles along 
with special Guest Theory from Epic Fail Podcast! 


BIND ON EQUIP faBINDONEQUIP 
Episode 279 - L337 Shaman Looking For Guild: If you are 
a serious gamer looking for a hardcore wow podcast, 


and you've come to us, you're not raiding life properly. 


CORPSE RUN RADIO f€CORPSERUNRADIO 
Episode 25.4 - Busy Little Bee: Hello darlings 


and welcome to our 25.4 mini-cast! 
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